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WIZ-WAR 
Expansion Set 2 



"Magic Stone'' redesign 
- graphics & art by Ilya Baranovsky 

(Ilya 77) 

Improved text from Jeff Barret's card set. 



Components: 

♦ 97 cards 

♦ 10 Creature tokens 

♦ 6 Item tokens 

♦ 6 Object tokens 

It is recommended to make all tokens 2-sided. 
Note: Teleport Beacon has different sides. 

All Creature tokens should be 'Vertical" (probably except Fireflies). 
This will make it easy to differentiate creatures from other tokens . 
All other tokens (items and objects) must be "flat". 

Don't forget: there is no limit in Wiz War on how many creatures and 22mm 
items can occupy the same square :) 

Only 1 copy of each page is needed, except page with cardbacks. 
You may also want to print 2 copies of tokens for a "perfect" Wiz War 
set. 

All pages are in A4 format (210x297mm). 



"Vertical" token 
example. 
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Creates a large Bat that you 
control. Movement: 10, Life: 2. 
Bat bites for 1 damage. Bat can 
pick up and carry any one non- 
treasure item. Cannot use items 
(not even passive ones). Can fly 
over obstacles that don't reach 
the ceiling. 
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Enchantment/Curse rO^t^A^ 




No one may attack anyone for one 
round of turns. 
Absorb Spell may be used by 
anyone to counteract Cease-Fire; 
Full Shield will allow only the 
shielded player to attack. Full 
Reflection by anyone means that 
only the caster of Cease-Fire 
cannot attack. 



Curse Of The Monster Musk 



Enchantment/Curse 



< > 




Curses opponent, causing all 
monsters to move toward and attack 
him (and no one else), regardless of 
others' demands. You move them 
during your turn. Victim can transfer 
this curse to anyone in LOS during 

his turn (an attack), thereby 
becoming controller as they attack 
the newly cursed target instead. 
This effect is permanent. 



Opponent loses a number of 
random cards out of his hand 
equal to the number card played. 
Any item lost is discarded, not 

dropped on the board. 
Reflection causes both players to 
lose 1/2 the number played 
(round up). 



For each creature controlled and 
item carried by an opponent, he 

takes 1 damage due to the 
excessive Burden he has taken 
upon himself. 

If Reflected, you take damage 
based on what you control. 




When fired, each Crossbow bolt 
causes 3 damage. 

Before taking the first shot, play a 
number card to determine the 
total number of bolts available. 

You may fire only one bolt per 
turn, and they are not retrievable. 



Causes opponent to take 2 
magical damage each time he 
drops or throws any item. No 
effect for items discarded to 
discard pile. 
If Reflected, both players lose 1 
point for each item dropped. 
This effect is permanent. 



Exploding Energy 



Spell 





. Causes any magical energy retained . 
) by your opponent (that is, any ( 
number cards in his hand) to 
suddenly Explode in a burst of light. 

Add up his number cards and 
discard them; he takes 1/2 the total 
value in magical sunburn damage 
(round up). Ignore Powerstone and 

other number-related items. If 
Reflected, both players lose number 
cards and take 1/4 damage. 



Creates a loyal black cat that you 
control. Movement: 4, Life: number 
card played. Familiar does 2 damage 
with its claws. Can carry one spell 
(face down), which you must choose 
upon its creation, plus a number card 
if required for the spell. Cannot carry 
items. Familiar cannot cast its spell 
on turn created. When the spell is 
used up, it may not get another. 
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rV Firefly Stick H 



Item 



<E> 




< > 



This magic stick has charges equal to 
the number card played when first 
k used. Each charge creates a flying 
* Firefly within LOS. (Movement: 5, 
Life: 1.) Each Firefly can attack 
someone in its square for 1 magical 
fire damage. If an opponent takes 
possession of the stick, you still 
control the Fireflies you created. 
Waterbolt will destroy all Fireflies in 

its path; Waterwall has no effect. 
Usable once per turn; discard after all 
charges have been used. 



Hotfoot 



Enchantment/Curse 



A<E> 



Opponent's feet become 
magically hot, causing him 1 
damage for every square less 
than 4 he moves during his turns 
(that is, if he moves 3 spaces in a 
turn, he takes 1 damage). 



Duration = number card. 



Monster Bane 



Spell 



¥<£> 



Sucks all remaining life points 
out of any one creature in LOS, 
adding the points to your own 
and utterly destroying the 
creature. 
A creature that can't normally be 
destroyed is considered to have 1 
life point. 




Spell 



w<s> 




^ Causes target monster to rebel, ^ 
pursuing and attacking its creator 
until dead. (Move the monster 
during your turn.) 



For Geas and Control Creation, 
whichever is cast last takes 
precedence. 




Creates a hideous, undead Ghoul 

that you control. Movement: 3, 
Life: 5. Ghoul does 2 damage with 
its claws. Each time it successfully 
damages a living opponent, the 
ghoul's life points or speed 
increases by 1. There is no limit to 
the amount of life points or ^ 
movement it can have. 
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Allows you to completely control all 
the actions of any one opponent for 

his entire turn (when it starts). 
However, you may use (or discard) 
no more than 3 of his cards and may 
not make him attack himself or 
damage himself (like walking 
through a Firewall). Yes, this means 
you don't have to draw cards for him 
at the end of his turn. If Reflected, 
both players can control each other 
for their next turns. Considered a 
duration spelL 
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Curses opponent, making him 
It. Whoever is It takes 1 magical 
damage at the end of his turn. 
Only one character can be It at a 
time (unless the spell is cast twice). 
It can be transferred to another in 
the same space by saying, "You're 
It" (an attack). Reflection makes 
both characters It. 




Strips a wizard of all his magic (he 
immediately discards all his cards, 
except for numbers and non- 
magical cards such as Dagger or 
Pick Lock). 
He may draw cards normally 

during his next turn. His 
controlled creatures and active 
duration spells are not affected. 



Does number magical damage to 
everyone in the target square and all 
squares adjacent to it (even through 
walls). Counteractions only protect 
those casting them (except Absorb 
Spell). Only the target square needs 
to be in LOS. (Will also affect you 
and your controlled creatures, if 
within range.) 
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Shock Wave 



Spell 



A<E> 



Does magical damage equal to the 
number card played. 
If any damage gets through, all 
carried items are knocked out of 
opponent's hands and into the 
square behind him (away from you). 
If there is no space behind opponent, 
the items just fall in the square he is 
in. 




Sucker 



Spell 



A<E> 



< > 




Causes an opponent in your LOS to 
suddenly discover that the treasure 
he is carrying is a fake! It suddenly 

disappears from his hands. 
Place the treasure token back on the 
space it started on at the beginning 
of the game. 
(If in question, attacker chooses 
between the two starting spaces.) 



Featherweight 



Enchantment/Curse 



< > 



All damage done to you moves you 
back 1 space per point instead of 
doing damage. In case of multiple 
directions possible for movement, 
you choose which way you will go. 
You can also go around corners. In 
the case of being stuck in a dead 
end, you take damage. 
Duration = number card. 
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Inflicts magical damage to 
opponent equal to the number of 
magic sticks he carries plus the 
number of magic stones he carries, 
times the number card played. 
If Reflected, does 1/2 damage to 
each player based on their own 
sticks and stones. 




Enchantment/CurseX ^ 



< > 



Full Shield 



For the next number turns, opponent 
Teleports 1-4 spaces in a random 
direction, (roll the die twice). This 
occurs during your turn. If opponent 
appears in a space that permits no 
occupant (e.g.. Solid Stone), reroll 
distance, otherwise opponent is 

affected by contents of the 
destination square. Can also be 
cast on self as a counteraction to an 
LOS spell or attack (the spell/ attack ^ 
misses), but you Blink just once. 



Spell 



< > 




Stops any spell attack. 

Does not stop any physical 
attack. 

Will stop Wizardblade for only 
one attack. 



Creates a short, aggressive 
warlock that you control. 
Movement: 3, Life: 6. Sub- Wizard 
can cast a 3 point mini-Fireball 

each turn, but cannot carry 
anything. (Any Fireball damage 
that gets through destroys all 
magic stones carried by 
opponent.) 



Double Bac 



Spell 



the power of any spell cast 
against you. 



Has no effect on spells which are 
not point or duration spells. 





Negate Neutral 



Spell 




Nullifies any neutral spell when 
first cast. This is cast on the spell, 
not the opponent, so Full 
Shield and Reflections have no 
effect. Does not need LOS, and 
you need not be the 
intended target of the spell. 
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Reflection 




Spell 



A spell cast against you works 

50% on both parties. 
Only works on point-based or 
duration-based spells. 

Round fractions up (e.g., a single 

lost turn, when divided and 
rounded up, is a lost turn for both 
players). 



Health Stone 



Item 



< > 




POWER: While you have this 
stone, any turn in which you do 

not move or pick up anything, 
you can recover 2 life points, up 

to a maximum of your starting 
amount (15). 

Display when used. 
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1^ Animate Itein^ 



Enchantment/ Curse 



<E> 



< > 



Animates a moveable, uncarried 
item, placing it under your 
control. Movement: 2, Life: 1. 
"Killing" the item merely returns 

it to an inanimate state. 
Animated items have all normal 

qualities (weapons can attack, 
etc.). NOT considered a monster, 
creature or creation. 
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Super-Dodge 



Spell 



< > 



You may dodge (without moving 
into another square) any one 
physical attack (including a 
falling Destroyed Wall), and have 

a 50% chance to avoid an LOS 
spell attack. This spell is cast on 

yourself, so it may not be 
absorbed by another character. 
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Spell Stone 



Item 



< > 



DISPLAY IMMEDIATELY. 

POWER: While you have 
this stone, you may draw 
an extra card each turn, up 
to your normal hand limit. 
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f) Astral Projection 



Modifier 



< > 




Cast one of your LOS spells 
anywhere on the board. 

Reflections have no effect on you. 



L 



Item 




DISPLAY IMMEDIATELY. 

POWER: While you have this 
stone, you do 1-4 damage with a 
punch. 
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I ft Alter Real! 



Spell 




Take one of the unused boards, flip 

it over in a random orientation, 
and replace the one on which your 

wizard is standing. 
All tokens are moved onto the new 
board in the same relative 
positions. 
Tokens overlaying real walls (such 
as Wall of Fire) are removed. 
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Control Creation 



Spell 





Allows you to permanently 
take over control of any one 
creature which is presently 
under someone else's exclusive 
control (an Animated Item is not 

a creature). 
Cannot be counteracted (unless 
the creature can carry a spell). 
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Enchantment/Curse ^ 



< > 



Produces a permanent double 
of recipient, occupying the same 
square and moving with him (there 
is no playing piece for Decoy). Any 

attack against him has a 50% 
chance of striking the double (a roll 
of 1 or 2 on the D4). If the double is 
hit, it disappears, or the recipient 
can expend 2 life points to retain it. 



O Double Barrel 



Modifier 



< > 




When played with any point or 
duration-based attack spell, 

opponent takes damage as if hit 

by two separate half-strength 
spells (round odd numbers up). 

The two attacks must be 
counteracted separately, if at all. 




Enchantment/Curse ^ 



it 



Allows recipient to burst into flame. 
Each turn, starting the turn cast, he 

takes 2 magical damage (not 
counteractable), but can cast a small 
Fireball (4 damage) every turn and is 

immune to any Fire damage. 
Recipient may "flame-off" whenever 
desired, thereby ending the spell. 

Waterbolt or Waterwall will 
extinguish flames. Any Fireball 
damage that gets through destroys 
all magic stones carried by 
opponent. 



Disguise Magi 



Modifier 



V Disguises the accompanying attack i 
f spell, which is then played face- \ 
down, along with any necessary 
modifier cards (number. Amplify, 

etc.) Your target must play any 
counteraction(s) before finding out 

what your attack spell is. 
Inappropriate counterspells have no 
effect, and are discarded. No other 
counteractions may be taken against 
this spell. 



Q Exploding Doo 



Spell 



<s> 



< > 




Target door explodes into a million / 
splinters away from the side on \ 
which you stand, doing 3 physical 
damage to anything (excluding 
walls) within LOS of the door on the 

other side. An open passage is left 
where the door used to be. If cast on 
a Safe, only the Safe gets destroyed 
and its contents do not. If cast on 
Door-to-Door, remote door is the one 
destroyed. 
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Enchantment/Curs^ <^ t^^^ 
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Allows recipient to Fly over any 
obstacle that doesn't reach the 

ceiling, as well as anyone on the 
ground, keeping out of others' reach 
(unless they can fly or reach adjacent 

squares, like Big Man). Remove 
Curse, if cast on recipient, will make 
him fall for 1-4 damage. Waterwall 
has no effect on him. At turn end he 
is assumed to be Flying unless stated 
otherwise, even if he has just picked 
up an item. Duration = number card. 



© Door-TO'Door 



Enchantment/ Curse 



4i& emsk 



Creates a warp connecting two ^ 
doorways. Take the 2 Door-to-Door 
tokens and place them on existing 
doors. The "A" side of one door now 
connects to the "A" side of the other, 
and the "B" connects to "B". You may 
open the doors once as you cast this 
spell. Destroying or permanently 
unlocking a door ends this spell, 
which is otherwise permanent. 
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Fill Er Up 



Spell 



You may draw enough new 
cards to fill your hand. 

This does not end your turn. 
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© Howling Vacuum 



Spell 



m 

4 



IT 



Anything moveable in the sector you \ 
are in moves one space closer to you. 
"Closer" means toward you as a 
wizard would walk along the 
shortest path possible (even through 
a Wall of Fire, Dust Cloud, etc.) If 
there are 2 paths of equal distance, 
then the object or character does not 
move. Bushes, Slime and similar 
creations block the air flow. 
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Spell 




5C? 

Allows you to discard ALL board 
tokens within 2 spaces of you 
(even through walls), except 
treasures and player 
wizards. 



Action 



Not a spell. 

Unlocks an adjacent door (but 
the door will re-lock behind you). 

You may "hold the door open" 
for others, if you wish. 

Discard after use. 




Spell 



<s> 



< > 




^ Causes a moveable, uncarried item ^ 
to move away from you until it runs 
into a character or fixed obstacle 
(such as a solid wall or Slime). If it 
strikes anything damageable, it does 
2 physical damage. If it strikes a 
Bush, Brambles or Slime, the item 
ends up inside (unless impossible). If 
the item starts in your space, you 
decide initial direction. 



- 
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I Q Pass The Buck 




Creates a huge, mild-mannered Buck 

with big antlers. He has 10 life 
points, and he is quite impossible to 
pass (unless you can Fly over him); 
even Big Man cannot push this beast. 
Any player may move the Buck 1 
space during his turn. Buck cannot 
enter spaces with characters, and it 
blocks LOS. Can be punched or 
attacked from an adjacent square. 



Pick Lock 



Action 



Not a spell. 

Unlocks an adjacent door (but 
the door will re-lock behind you). 

You may "hold the door open" 
for others, if you wish. 

Discard after use. 



m 

1^ Rejuvenation 



Spell 



<s> 



< > 



Target living character or plant 

gains life points equal to the 
number card played, up to its 
starting maximum (15 for a 
wizard). 

No effect on undead. 



- 



Not a spell. 

Unlocks an adjacent door (but 
the door will re-lock behind you). 

You may "hold the door open" 
for others, if you wish. 

Discard after use. 



m Public FuncV 



Spell 



e I e 



DISPLAY IMMEDIATELY, but it ( 
need not be permanently displayed, 
and it need not be played right away. 
This spell permanently causes all 
treasures to be neutral (i.e. not 
owned by anyone). Any treasure on 
the board is available as part of the 2 
needed to win. No player may lose 
due to placement of his 2 treasures 

on home bases. 
, , ^ 



Ricoche 



Modifier 




Allows you to bounce any LOS 
spell around two 90 degree 
corners. 

Reflections will still reach you. 
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Modifier 



< > 



Quadruples damage done by an 
attack against any non-wizard 
target (walls, creatures, bushes, 
etc.) 



© Telepoit Creation 



Spell 



<s> 



< > 



Teleports any created creature or 
object in your LOS to any vacant 
space (except a home base) on 
the board, including normally 
immobile creations such as a Pit, 
Safe, etc. 



- 
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© Vampire Form 



Enchantment/Curs^ \^ 



Recipient transforms into a bat. 
Base movement increases to 7, he can 
\ bite for 2 damage, and the chances of / 
' being hit by any attack are 1 in 4. ^ 
May not carry treasures or cast 
spells, but can carry and use other 
items. Can fly over obstacles that 
don't reach the ceiling. The turn bat 
changes back, base movement 
returns to normal. Duration = 
number card. (If cast on self, you 
may end the spell before the full 
duration 



Swap Sectors 



Spell 



< > 





You may swap (but not rotate) 
any two sectors. 
Rewarp and Permawarp 
counters do not move with the 
sectors, but remain in place, as 
does the Auto warp if used. 
Not applicable if there are only 2 
sectors. 
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Teleport Item 



Spell 



<s> 



< > 



4 



Allows you to teleport a 
moveable, uncarried item in LOS 
up to 4 spaces (but not to a home 
base). 

;\ 

You must have LOS with the 
item before you teleport it, not 
necessarily with its destination. 
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Creates a Wall of Fog which allows 
movement but not LOS through it. 
It is permanent until destroyed or 
dispelled. Wall of Fire and Wall of 

Fog will destroy one another. 
Fireball and Waterwall will dispel 
it (but Fireball would lose all 
effectiveness, while Waterwall 
would not). 
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© Telepoit Beacon 



Item 




When this item is turned 
ON, if any character tries 
to teleport, they end up 
in the same space as the 
Beacon. 

Has no effect on teleported items or / 
objects. Beacon can be carried, or it \ 

can be dropped anywhere on the 
board. If you secretly carry this, it is 
assumed to be ON unless you 
announce otherwise. 
You can switch it ON or OFF anytime 
during your turn (without picking it 

up). It must be OFF for you to 
teleport yourself. Counteractable as a h 
spell. 



Time Warp 



Spell 



Makes a number of turns zip by 
equal to the number card played. 
This affects all duration-type spells 
by burning up any turns left for the 

spell. Effects of active duration 
spells, such as damage, still occur. 

No one can perform any action 

during these lost turns (except 
Interrupt). Your turn then continues 
as normal. 
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Created Object 



<£> 




Creates a glass wall which allows 
LOS but not movement through it. 

Items or other physical objects 
cannot move or be thrown through 
the Glass Wall. It is permanent until 
destroyed. A single attack doing 6 
damage or multiple attacks doing 10 
damage will shatter it. Spells may be 
directed at the wall or through it. 
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Enchantment/Curse 



< > 




Recipient transforms into a large, 
hairy Werewolf. Base movement 
increases by 1, and he can punch for 
1-4 damage. Werewolf may not cast 

spells except for counteractions, 
but can still carry and use all items. 
Recipient may remain a Werewolf 
indefinitely, but changing back 
stops the spell. 



Ff) f Hard Cell 



Spell 



<E> 
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^ Allows you to add 3 charges to ^ 
any one magic item having at 
least 1 charge left, or extend any 
active duration spell 2 turns. 

Considered an attack if used to 
extend a curse on an opponent. 
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Action 



< > 




^ DISPLAY IMMEDIATELY. ^ 
KABOOM! You just set off a 
Bomb. Tough luck. 
You, everyone, and everything 
within 4 squares (around corners 
but not through walls or doors) 
takes 3 physical damage, 
y Discard after use and redraw. 



"^m 

X'Ray Visloff 



Modifier 




Allows LOS through any two 
walls (or other obstacles) to cast 
any one spell. 

Reflected spells that would have 
to pass through something have 
no effect on you. 



Hard Cell 



Spell 



<E> 



< > 



^ Allows you to add 3 charges to ^ 
any one magic item having at 
least 1 charge left, or extend any 
active duration spell 2 turns. 

Considered an attack if used to 
extend a curse on an opponent. 



- 




Encliantment/Curse 



W9 
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DISPLAY IMMEDIATELY. 
Lose your temper. Immediately drop j 
any treasure you may be carrying, \ 
and on your next turn, go attack 
someone. You may not pick anything 
up during this period. 
After attacking someone (even if 
unsuccessful), you may return to 

normal and do as you wish. 
This also cancels Buddy, if you are 
under its effect. 
Discard after use and redraw. 



© Ghost Form 



Encliantment/Curse ^ ^ 




4r\ 

Transforms target into a Ghost. Ghost 
can walk through anything without 
damage, but cannot punch others or 
be affected by physical damage. 
Ghost drops all carried items and 
cannot pick anything up; items 
drawn while a Ghost get discarded or 
dropped (player's choice). Can still 
cast spells, attack and be attacked. 
Neutral if cast on self, attack if cast 
on others. 



Tiny Swap 



Spell 



<E> 



Lets you swap any two uncarried 
items, objects, characters, or any 
combination of the same, as long as 

both are in your LOS. 
If swapping a character for a created 
wall, the character could end up in 
either square adjacent to where the 

wall was, and vice-versa. Both 
targets, once swapped, must still be 
in your LOS. 
Cannot be used to place an 
immovable creation on a home base. 
If counteracted by either target, the 
swap does not occur. Considered an 
attack if targeting an opponent. 




DISPLAY IMMEDIATELY. 
Butter mysteriously appears all 
over your hands. 
You immediately drop all carried 
items, then the butter disappears. 
Discard after use and redraw. 

Note: you may only pick up 1 
item per turn. 
-J L— 1^1-1 L- 
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1^ Load Ston 
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Enchantment/ Curse 




DISPLAY IMMEDIATELY. 
\ POWER: This card does nothing but / 
' take up space in your hand. You may^ 
not discard it (unless other cards 
require it). If you enter a space with 
another wizard you may give it to 
him (an ATTACK), and he must 
discard a card to take it if he already 
has a full hand. FULL REFLECTION 
and SHIELD will stop it, even if it's 
drawn. This is considered to be a 
MAGIC STONE. 
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